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PRECAUTIONS 


* The Game Pak is a precision 
device. Keep it away from 
electrical shock and do not use 
under extreme temperature 
conditions' 

* Do not touch the terminals. 

* Avoid exposure to water, 

* Do not clean with thinner, benzine 
alcohol, or cleaning fluids. 

* Make sure the power is olT 
before inserting or removing die 
Game Pak from the Nintendo 
Entertainment System. 
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Welcome to Win. Lose or Draw .the exciting Nintendo game 

that brings cite drama of die TV game show into your home. 

• Insen the Game Pak into your Nintendo Entertainment 
System. 

• Turn on the power. 

• The Win, Lose or Draw logo appears first, followed by 
the copy rigid notice. 

■ Press the Start button to begin play. 




KEY SUMMARY 



Control Psicl: 
Used to move 
around the 
menu and the 
alphabet block, 


Select Button: 
Begins game and 
returns you to the 
me mi. 

Start Button: 
Pauses game, 


A or B Button: 

Selects letter or 
indicates menu 
selection. In Speed 
Round, ft Rurfon 
passes to next puzzle. 
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Press Stair on Control Pad 1 to see the menu and tire game play 
options. This menu appears: 

Team I 
Men 
Women 

Team 2 
Men 
Women 
None 


Level 

Easy 

Normal 

Difficult 
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Drawing Mode 
Automatic 
Player 
Practice 

Set Puzzle Code- 
Yes 
No 

Use the Control Pad's up or down arrows to choose one of the menu 
options, The blue dot on the left side of the screen indicates your 
position on the screen. Use the A Button to make your selection. 
The check marks show which options arc selected. Then use the 
Control Pad to move down on the menu and make your neat 
selection. 

Once you aie satisfied with your option selections, pi ess START to 
begin the game. 
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Team 1 and Learn 2 

Ch<H>se either male or Female characters to make a team, To play 
alone, choose "none" at the Team 2 option. 

Level 

Them .ire three levels of difficulty. In die Easy level, you guess 
single objects with one-word answers within a 60 second time limit. 
There are dashes on the screen which indicate how many letters the 
answer contains. 

In the Normal level, the puzzles consist of phrases with multiple 
word answers. There are dashes to indicate the number of words and 
letters in each phrase and the time limit is 60 seconds. 

The Difficult level uses multiple word phrases. There are no dashes 
to help, and the time limit is 40 seconds. 
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Drawing Mode 

There are three modes of play. The pictures are drawn by the 
Nintendo Entertainment System in the Automatic mode. Your team 
must guess the answer before time runs out. The lime limits for this 
mode are described on the pievious page, In the Player mode,, one 
player draws the picture while the other team members guess the 
answer (See: How to Play: Player Mode) The Nintendo 
Entertainment System gives you the object or phrase to draw and 
timing is turned on. The Practice mode allows players to practice 
drawing and typing. Phrases to draw are not provided and the timer 
is turned off. 
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Sel Pux/Je Code 

This option allows you to save your game position and avoid 
repeated puzzles. You will find directions for saving your game on 
page 12. 


NOTE: Pausing The (iaine 

You can pause the game at any time by pressing the Start button 
during play. ’'Game Paused" will appear on screen. To resume play, 
press Start again. 
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Automatic Mode 

When you finish the game setup, you are ready to play- Press Start 
to begin. Team 1 goes first, Tf you choose the Automatic mode, the 
Nintendo Entertainment System draws a word or phrase. Use the 
arrow Leys on the Control Pad to select a letter. Press the A Button 
to lock in your letter choice. If Lite letter is a part of die puzzle 
solution, it will appear below the puzzle drawing at every place in 
the word or phrase that is appropriate. Wrong guesses cost you 5 
points each. When you complete the word or phrase that describes 
the puzzle, you receive the poims for that puzzle, plus a bonus equal 
to the number of seconds left on the clock. 

If Team I fails to guess correctly. Team 2 has the opportunity to 
"steal the answer". Team 2 picks up where Team I ended and has a 
chance to guess the answer within 40 seconds. 
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The next puzzle is for Team 2. Players on Team 2 follow the steps 
described above for I'cam L Play continues until both teams have 
the opportunity to guess three drawings, Then, the Speed Round 
begins. 

In the Speed Round each team guesses as many drawings as possible 
within the time allowed. The time frame is determined by the choice 
of level- The A Button selects a letter. The B Button passes to the 
next puzzle. 

The more drawings guessed, the more points your team accumulates. 
Saving The Game Code 

When the game ends, players are asked if they want to save the 
game's code. A seven letter code appears on screen. Saving the code 
and entering k before your next game avoids repeated drawings in 
subsequent games. 





If you write down tEie game code before turning off the Nintendo 
Entertainment System and enter it the next time you play, the 
drawings will not repeat until all of the remaining drawings in the 
game are used. At tEie end of this manual you will find a place to 
record the seven letter code for your game. Yon have to input these 
letters in tEie proper sequence to begin play where the current game 
ends. Re sure you copy the leners correctly before you turn the 
Nintendo Entertainment System off. To use the game code the next 
time you play, choose ''Sei Puzzle Code—Yes", on the Main Menu. 
When you press Start, follow the directions on the screen to enter the 
code. Be sure to enter it exactly as it was saved. You can save as 
many game codes as you wish, if you want to repeat a game, you can 
enter its code and play it again with ihe same puzzles. Remember to 
enter tEie code you started the game witEi, not tEie code that you are 
given at the end of the game in order to repeat a previously played 
game. 
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Player Mode 

In this mode, players draw [heir own pictures. Otherwise, the game is 
exactly like Automatic mode. (See Drawing Tips on page 15) Fach 
person on the team takes a turn. The designated artist is prompted to 
"Press the B Button to preview the answer", The answer to the puzzle 
appears on the screen. The guessers (other team members) should look 
away from the screen at this time. When the answer disappears, a bell 
rings (o indicate that the guessers can look at the screen again. The 
timer begins and the sketcher starts to draw with Control Pad A. The 
other team members type guesses with Control Pad B as in rite 
Automatic: mode. When three people are playing on one team, the 
two guessers should collaborate. 
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Practice Mode 

Practice mode lets you Income a Nintendo artist. With it, you can 
practice drawing and entering letters with the keypad. Practic e is grea 1 
lor younger players because they can make up their own objects to 
draw and type without being timed. 

Drawing Kips 

Drawing with W’in, Lose or Draw is simple to learn and fun for 
everyone. But, if you have never used a drawing tool before, here arc 
a few tips that will turn you into a Picasso almost overnight. The 
game has a Practice mode so that you can get the hang of drawing 
without the pressure of game play. Also, Practice mode lets you 
decide what you want to draw instead of tire Nintendo Rntertainmcnt 
System giving you objects or phrases, Choose "Drawing Mode- 
Practice". from the Main Menu. 
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The ([rawing easel appears with a cross-hair cursor 
positioned in the middle of the screen. Think of the cursor 
as a ]>en point which is now suspended above the drawing 
tablet. Whenever you sec the cross-hairs, the peu is in the 
' op" posit ion. When the pen is up, you can move it 
without drawing. Use the arrow keys to move the pen. To 
place the pen down on the drawing tablet, press the A 
Hutton. Now, when you move the cursor, the pen draws a 
line. To raise the pen above the drawing tablet again, 
press the A Hutton. You will see the cross-hairs appear. To 
erase everything on the screen, press the B Button, Now 
you are ready to draw! 

To draw one pixel (dot) at a time, press the arrow button 
one click at a time. This will give you the most control 
over your drawings 
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* To thaw a straight line, keep any arrow button depressed. 

* To draw a diagonal litre, press the comers of two arrow 
buttons. (See Illustration) Diagonals can be tough at rust, 
so begin by drawing one pixel up, then one over, one up, 
one over, until you get the hang of iL. 





a 

o 

o 

X 


(press here) 


• To draw a curved line or a circle, draw pixel by pixel. 
Begin by creating a slum diagonal line. With practice you 
can make adjustments so that you create a curved line or 
circle. When you can draw a circle while holding the arrow 
keys down, you've become a Win, Lose or Draw 
Master. 
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Here arc sonic drawings to practice, 
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Here are some drawings to practice. 
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JJlis equipment L'oncrateK .irul uses radio frequency energy ami if not instnlled mid used 
properly. Ihnt is, in strict accordance with l!io manufacturer's instructions, may cause 
interference to radio nnd tele vi rion reception. It hrtt been typo tcslotf nnd found. to 
comply with the limit:: tor a t lass Q compiilmg device- in accordance- with the 
specifications in Subject i of Part IS of FCC Rules, which are designed to piovide 
reasonable protection against such interference in a residential insinuation. However, 
there i.i no guarantee tbnt interference will not recur in a particular installation. If llus 
equipment does cause interference rn radio or television reception, wluch can be 
determined by turning. tire equipuLcuL oil and on, the user is encouraged to Iry to correct 
ihc interference by one nr more of ihc following measures: 

* Reorient tlic receiving antenna 

■ Relocate lire NFS with respect to the receiver 

■ Move the NFS nwny from the receiver 

I lug Ihc NES tulo a different outlet so that computer :.utd receiver are oil different 
circuits 

If necessary, rlie user should consnjr Ihc- dealer or nn experienced ritdio/tcJevision 
technician for additional suggestions. The user may find the following booJtkl prepared 
by file Federal Communications Commission helpful: I low 1 o Identify am! Heaolvc 
Radio-TV Interference: Problems. This booklet is available from the l?,S, Government 
Priming Office, Washington, DC 20402. Stock No. (Xt4-CXKK0O345-<. 
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Hi I cell Ebtoretaions™ woiroiU; to ilic uiirir.il -run* urn or purchjLter llut IkTn, Lot* &r Draw 
Game Pak (‘PAK’l I not liveludiiifl tonne Nil AiaaeiRciric* or Robol Accessories) .ihx3l be free from 
defctli: in imilcrll.1 olid wurkmmnliip f.->T * period of SO days from d«e nf puavhutc. 

To receive tills warranty: 

1. IX) NOT return your detective Game Pok 10 ibe rriailer. 

2. Notify live Hi Tecli R>;jiic.ixiiKis tautomer Service Department of cite problem ic<|Ulr:iig 
wifftaicy servile by nulling l-2l2-9d 1*9703. Our Cu.itninn Srivtrr llrpirlTuerd ii in 
i_T]irriiiuo Imiii I ;OCI P M. lo 5:00 P.M. Eastern Standard Time Mnn.-Thurv and 9:00 A M. 
to 1:00 P.M.. Fridays. 

3. If ilic Hi Tech Escpretaiom. ictvine rcprecrnlniivc n unable to solve the problem by plnum, 
hr -a ill provide you u-jlh rt Return Authorization uuoibei. .Simply reconJ ibis number on Ilic 
■wIm'iIc of ihc packapina of vour defective PAK FREIGHT PREPAID AND INSURED 
FOR LOSS OR DAM AGE, together wiili your *ulcs clip or oiimlar prnof-of-purclinie 
ond o Inicf dMcripikm i»r your problem williin the 90 day uiironty period tn- 

HIlBCHEXraESSlONS 
A tin: Nintendo Cusbxiiei Service Department 
5*4 Broadway, New York. NY [I*I|2 

If our trLhmii:i:m ifc lonmincs • hnl rJic- Game Pak is defective, we will rejdaw ii or refund your 
purclwnc price ii our option. 

WARRANTY UM11A If DNS 

ANY APT1 If A3TlfS) IMn .IN> WARRANTIES. CNCLlinCia WARRANTIES OFMERCHANTAIHIJIV ANll ETINtBS 
FOR A PARTICULAR PURPOSE .ARE HEREBY I .If.fTTEDTO NINETY HAYS PROM SHE HAST UP PURCHASE 
AND ARE SUBJECT TO DIE OONDmON SRTP0RTH ICERE1N. IN NO EVENT SHaI. 3. rn TETTf EXPRESSIONS 
BE TJaFiLE. IT* CONSEQUENTIAL UR INCIDENTAL DAMAGES RBSl tl.TIXYi PR IIM HIE UHJi-V HUE ANY’ 
EXT It ESS UK IMBUED WARRANTIES. 
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